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Little STEAMers 
Early Learning Program 
Unit #4: Playing with Code
 Remote Learning Activities
Little STEAMers Early Learning Program 
The internationally recognized Illinois Mathematics and Science Academy® (IMSA) develops 
creative, ethical leaders in science, technology, engineering and mathematics. As a teaching 
and learning laboratory created by the State of Illinois, IMSA enrolls academically talented 
Illinois students (grades 10- 12) in its advanced, residential college preparatory program, and it 
serves thousands of educators and students in Illinois and beyond through innovative 
instructional programs that foster imagination and inquiry. IMSA also advances education 
through research, groundbreaking ventures and strategic partnerships. (www.imsa.edu) 
Materials Learning Objectives 
 Go Away Big Green Monster by Ed Emberley
from your local library, or view a read aloud on
YouTube
 Go Away Big Green Monster Template (two
versions are attached)
o Cut and assemble
o Color your own
 Colorful crayons or markers (if coloring)
 Black Construction Paper (optional-can be used
as a background/contrast when assembling the
template pieces)
 Tape (optional-to create a ‘permanent’
monster)
I can identify the different parts that make up the Big 
Green Monster 
I can build a monster by following the order of steps in 
a story 
I can make the monster disappear by following the 






Begin this activity by asking learners, ‘What does a monster look like?’ Give them time to 
think and respond, and feel free to make a list or drawing of the different parts and features 
they come up with. Then, continue the conversation by reading or watching the storybook Go 
Away Big Green Monster by Ed Emberley. After reading the story, discuss the following with 
your student: 
• What features did the monster in the story have? Were any of these the same as 
the features you thought of? Which ones?
• What colors were the monster’s features?
• What was the first part of the monster you saw?
• Can you remember what came after the big yellow eyes?
Next, you can share one or both of the templates with your student. There is a plain template that can be colored 
according to the colors in the story, or there is a template that already has the pieces colored in.  You may use 
whichever template you feel is most appropriate for your learner. 
Once your template pieces are ready, you will read or watch the story again. This time, you will pause after each page to 
allow time for the student(s) to assemble the template pieces in order of the first half of the story, and then disassemble 
the template pieces in order of the second half of the story. 
• Was there a difference in the order that you put the monster together and the order that you took it apart?
What was different?
• If you were to make your own Big Green Monster, what order would you put the pieces together?
As an extension, feel free to allow learners to play with the template pieces and see how many different ways they can 
assemble and disassemble their Big Green Monster! 
This acitivty reinforces Algorithms—the idea that there is a certain sequence that must be followed for a task to be 
completed. Sometimes, it is easier to develop an algorithm if you work backwards from the intended result.  
Making a Big Green Monster 


Materials Learning Objectives 
 Steps of a Routine Template (attached)
o If a printer is not available, you may
draw the template onto a piece of
white paper
 Colorful crayons or markers
 Paper (optional)
*Note- While any routine can be analyzed for this
lesson, some common routines for preschoolers may
be: Getting Dressed, Going to School, Eating a Meal,
Going to Bed, etc… Recommended stories about
different routines to read and explore after the
activity are attached.
I can break a familiar routine down into multiple steps 
I can draw the different parts of a familiar routine 






Whether you are 3 or 93, it is more likely than not that a large part of your day 
consists of routines. Routines are a sequence of actions that are commonly repeated.  
In this activity, students will try to identify some of their daily routines, break them 
down into smaller/more intricate steps, and even try to mess up a part of their 
routine.   
To begin the activity, you may ask: 
• What are some things that you do every day?
• Do you usually do _________ the same way every day?
• What makes it the same or different?
• These are called routines. Which one is your favorite routine?
Routines are interesting because while two people completing the same routine will generally have the same outcome, 
they will often times take different steps during the course of their routine. For example, two people getting ready for bed 
may both take a bath, put on pajamas, brush their teeth, read a story, etc, but they may each do them in a different order. 
However, it is important to note that some steps need to go before or  after others.  Have your learner(s) pick a routine 
disucssed above and break it down into steps. Then, have them draw out each step in the order that they would complete 
it in the routine (there do not need to be six steps). After they have drawn their steps: 
• Do you always complete these steps in this order?
• Do some steps need to happen before others?
• What would happen if you did ________ before _________?
• Can you think of a step that does NOT go in your routine? Draw it on the back of 
your sheet
If desired, repeat the activity with new or different routines. 
This activity focuses on Modularity, which is the idea that bigger tasks can be broken 
down into smaller ones in order to simplify and better understand the task as a whole. 
Dissecting Your Daily Routine 
Steps of a Routine 
My Routine 
Step 1: Step 2: 
Step 3: Step 4: 
Step 5: Step 6: 
Stories about Routines 
Stories About Morning Routines 
 Dinosaur Yoga Written by Mariam Gates & Illustrated by Matthew Rivera
 Good Morning City Written by Pat Kiernan & Illustrated by Pascal Campion
 Good Morning, Superman Written by Michael Dahl & Illustrated by Omar Lozano
 Ready Rabbit Gets Ready Written & Illustrated by Brenna Maloney
 Snippet the Early Riser Written by Bethanie Deeney Murguia
 Wakey, Wakey Elephant Written by Linda Ravin Lodding & Illustrated by Michael Robertson
Stories About Daily Routines 
 Cook It! Written & Illustrated by Georgie Birkett
 Father Bear Comes Home Written by Else Holmelund Minarik & Illustrated by Maurice
Sendak
 Have You Seen My Lunchbox? Written & Illustrated by Steve Light
 My Hair is a Garden Written & Illustrated by Cozbi A. Cabrera
 Schools Have Rules Written by Thomas Kingsley Troupe & Illustrated by Rea Zhai
Stories About Bathtime Routines 
 Bath! Bath! Bath! Written by Douglas Florian and Christiane Engel
 Cowpoke Clyde and Dirty Dawg Written by Lori Mortensen & Illustrated by Michael Allen
Austin
 Maisy Takes a Bath Written & Illustrated by Lucy Cousins
 Peep and Egg: I’m Not Taking a Bath Written & Illustrated by Laura Gehl
 Time for a Bath Written by Phillis Gershator & Illustrated by David Walker
Stories About Nighttime Routines 
 Hop Along Boo, Time for Bed Written by Mark Sperring & Illustrated by Mandy Sutcliffe
 I Just Want to Say Goodnight Written & Illustrated by Rachel Isadora
 It Is Not Time for Sleeping Written by Lisa Graff & Illustrated by Lauren Castillo
 Monsters Go Night Night Written & Illustrated by Aaron Zenz
 When the World is Ready for Bed Written by Gillian Shields & Illustrated by Anna Currey
Materials Learning Objectives 
 5 glasses that are the same size (ex: water
glasses, pint glasses, wine glasses, mason jars)
 Water
 Food coloring
 A wooden or plastic spoon
 ‘Sheet Music’ with code (attached)
 ‘Write Your Own Song’ sheet (attached)
o Crayons or Markers (optional)
o Sticker dots (optional)
 Scissors
I can use a spoon to tap a glass with water to make a 
sound 
I can read the color sheet music code to figure out 
which glasses to tap 
I can write a song using the five colors that code for 
the different glasses 
Skills
 Creative Play 
 Hand-Eye Coordination 
Listening 
Exploration 
Preparation: This activity requires some advanced set up by an adult 
helper.  The glasses need to be filled with amounts of water that 
decrease by equal increments (for example, 1/4 cup or 1/3 cup). The 
water also needs to be dyed with food coloring. The glass with the most 
water should be red, and the glass with the least water should be blue.  
See photo for reference, and table for sample measurements and food 
coloring suggestions. 
Activity: To begin this activity, present the materials (water glasses and 
spoon) to the student and give them an opportunity to play and explore. 
After they have had ample time: 
• What do you notice about the five glasses?
• What happens with you hit them with the spoon?
• What is the same/different about them?
Then, you can tell students, “We are going to follow a code that tells us 
which glasses to hit in order to make a song.” There are six different lines 
of musical code on the attached sheet that they can read and follow (you may cut them into strips if you’d like). These 
lines of code don’t necessarily make songs, but rather are just sequences of different tones.  Once students master 
reading the lines of code, they can try the two ‘Challenge Songs’—these are actual tunes they may recognize.  Lastly, 
students are provided with colored dots that can be cut out and used to create their own lines of musical code—or, 
alternatively, they could write a line of musical code with markers. 
This activity reinforces Representation—the idea that coding is a literacy where different symbols or words signify specific 
actions or results.  The order of the code determines the result that is seen or heard.    









Challenge Song #1 
Challenge Song #2 
Write Your Own Song 
Materials Learning Objectives 




 Colored Markers (optional)
*Note: Although it is recommended that the cards be printed,
they could also be drawn on a piece of paper and cut
accordingly.
I can perform actions by “reading” symbols on cards 
I can perform actions based on the order of cards 





Begin this activity by asking students to imagine that they are playing with a robot. Asking the following 
questions, encourage them to think about how program a robot: 
 Have you ever seen a robot move? What does it look like?
 What kind of movements might a robot be able to perform? Show me.
 How do you think the robot knows how to move?
 What type of directions might you give a robot?
Explain to students that they will practice “reading” directions, or symbols, like a robot. 
Sharing the first set of Symbols…Order…Action! Cards featuring an outlined character 
performing several actions, encourage them to look at the cards and predict what actions 
they will perform. Then, review all cards. 
This activity may then be done in several ways. Placing all cards face down, students may 
randomly select a number of cards and place them in a line. Beginning with the first card, 
they will perform the actions by “reading” each card, in order from left to right. Alternatively, 
if working with a partner, one student may select the cards and communicate the directions 
to their partner. Students may also create a sequence of actions and then choose and order 
the cards accordingly. 
Students may then follow the same procedure using the second set of cards, which 
feature directional arrows. Additional support may be needed to help students 
distinguish turning left and right. Encourage students to reflect on the activity: 
 How did you “read” the cards?
 Which cards were easy to read? Which cards were difficult to read?
 If you were to make new cards, what actions would you do?





This activity reinforces the idea of Control Structures. In coding and computer programming, a 
specific sequence of tasks are required to ensure a successful outcome. 
Symbols…Order…Action! Cards 
Hands On Hips Hands On Hips Hands On Hips Jump 
Jump Jump Run in Place Run in Place 
Run in Place Right Arm Up Right Arm Up Arms Up 
Left Arm Up Left Arm Up Arms Up Spin 
Arms Up Spin Arms Out 
Arms Out 
Symbols…Order…Action! Cards 
Forward Backward Turn Right Turn Left
Forward Backward Turn Right Turn Left
Forward Backward Turn Right Turn Left
Forward Backward Clap Clap
Forward Backward Clap
Clap
Materials Learning Objectives 
 What’s de-Bugging You worksheet (attached)
 Manipulatives of varying attributes
Examples of materials include:
o Sticker Dots (assorted colors)
o Colored Counters
o Uncooked Beans or Pasta (2-3 different shapes)
o Playdoh (assorted colors)
o Beads (2-3 different sizes, colors, and/or shapes)
 Computer with Internet* (optional)
*Note: This activity can easily be done in a virtual format using
an app such as Number Frames or Pattern Blocks from The Math
Learning Center. https://www.mathlearningcenter.org/apps
I can identify and describe the attributes of an object 
I can describe a pattern with words 




To begin this activity, ask students to consider the term “de-bugging” and how it 
applies to coding and computer programming:  
 We know that people can program robots and design computer games.
However, sometimes the program that they write does not work correctly.
So, they have to “de-bug” the program.
 What do you think “de-bugging” a program means?
 What is a “bug” in a program? How do you know?
Explain to students that de-bugging a program is the process of identifying the error 
in a sequence and fixing it so that the program works correctly. Being able to de-bug 
a program is an important skill in coding and requires problem solving and 
perseverance. 
Using the What’s de-Bugging You worksheet, students will analyze a series of 
“programs” to identify the error in each sequence. They will then select 
the correct symbol to fix the program. As students work, these suggested 
questions encourage discourse: 
 Where is the “bug” or error in the problem? How do you know?
 How should the program read?
 What symbol will you choose to fix the program? Show me how
you can check your work.
Students may also enjoy de-bugging programs made with physical or 
virtual manipulatives. Working as a team, one partner could arrange (or 
design) a program following AB, ABB, AAB, or ABC patterns with one error. 
Then, the second partner will work to identify and retrieve the error, and 
then fix the program by replacing it with the correct item. 





What’s de-Bugging You? Worksheet 
Directions: Read each “program” and cross out the error. Then, circle the correct symbol to fix the sequence. 
A B B A B A A B A  B
Materials Learning Objectives 
 Painter’s tape, string, chalk, or other material
to construct the outline of the ten frame*
 2 different colored pieces of paper or other
objects to indicate a “Start” and “Stop” point
 Other small objects to serve as obstacles
(optional)
 A partner*
*Note: A ten frame is a mathematical tool constructed with 10
cells in a 5 columns x 2 rows format. Examples are illustrated
below. It is recommended that an older student or adult assist
young students during this activity.
I can use words to give directions 
I can find “START” and create a path to “STOP” 
I can show multiple ways to solve a problem 
Skills
Exploration 
To prepare the activity, construct a ten frame using the suggested materials. Then, place the START and STOP indicators 
on the board. Several options illustrating varying levels of difficulty are shown below: 
Option 1 – limited directions Option 2 – includes turns Option 3 - obstacles 
*facing the direction of STOP* 
Start on Green 
Move Forward 1 space 
Move Forward 1 space 
Move Forward 1 space 
Stop on Red 
OR 
Start on Green 
Move Forward 3 spaces 
Stop on Red 
*facing the direction of STOP* 
Start on Green 
Move Forward 2 spaces 
Turn Left 
Move Forward 1 space 
Stop on Red 
OR 
Start on Green 
Move Forward 1 space 
Turn Right 
Move Forward 2 spaces 
Stop on Red 
*facing the direction of STOP* 
Start on Green 
Move Forward 2 spaces 
Turn Right 
Move Forward 1 space 
Turn Left 
Move Forward 1 space 
Stop on Red 
To begin the activity, explain to students that they are going to program a robot. One partner will be the programmer 
while the other partner is the robot. Take several minutes to observe the ten frame and START and STOP locations. Ask 
students to consider the following questions: 
 Where do you think the robot will START? Where will the robot STOP?
 What words do you think the programmer will use to move the robot?
The programmer will then direct the robot through the ten frame. Partners may do several examples together and then 
switch roles. This activity reinforces the Design Process, which includes problem solving, perseverance, and the 
importance of editing and revision in coding. 





Materials Learning Objectives 
 We’re Going on a Bear Hunt by Michael Rosen
from your local library, or view a read aloud on
YouTube
 Bear Hunt Grid (attached)
 Coding Cards (attached)
 Scissors
 Paper and Colored Markers* (optional)
 Small, Moveable Object (i.e., figurine, goldfish
cracker, etc.)
*Note: It is recommended that the Bear Hunt Grid and Coding
Cards are printed. However, both of these documents could be
drawn on regular paper.
I can retell parts of a story 
I can use symbols to show the direction that something 
travels 





Begin this activity reading (or viewing) Michael Rosen’s book, We’re Going on a Bear Hunt. As students explore the text, 
draw attention to the locations that the family visits within the story. Encourage students to recall the sequence of events 
that happened in the story:  
 Where are the children going? What are they looking for?
 What types of places do they visit?
 What sounds do they make while they are going on their bear hunt?
Explain to students that they will help the children find the bear cave using a map. Share the Bear 
Hunt Grid and ask learners to recall the order of locations visited by the children. It may help to 
number these locations. Then, share the Coding Cards and discuss what each arrow represents. They 
may recognize these symbols from Symbols…Order…Action! 
Using the Coding Cards, students will direct the children on a bear hunt from the house to the bear 
cave, through several locations. There are several ways to do this activity: 
1. Using a pencil, students may draw the path from one location to another. Learners should
understand that the path can only go up and down or side to side – but not diagonally -
through a cell.
2. Using the forward Coding Cards, place a card in each cell to show the children’s journey.
These cards may then be oriented to the left or right as the children travel in different
directions.
3. Place a Coding Card in each cell to move the children from one location to another. Students
may need additional assistance understanding the turn right and turn left cards, and how these change the
orientation (which direction they are facing) of the children. Using a moveable object may be helpful.
This activity reinforces the Design Process, which includes problem solving, perseverance, and the importance of editing 
and revision in coding. As a challenge, students may design a second route that is different than their first. 




We’re Coding Out a Bear Hunt – Bear Hunt Grid 
Deep, Cold River 
Thick, Oozy Mud 
Long, Wavy Grass Big, Dark Forest 
Swirling, Whirling 
Snowstorm 
Home Bear Cave 
We’re Coding Out a Bear Hunt – Coding Cards 
Forward Forward Forward Forward Turn Right Turn Left 
Forward Forward Forward Forward Turn Right Turn Left 
Forward Forward Forward Forward Turn Right Turn Left
Forward Forward Forward Forward Turn Right Turn Left
Forward Forward Forward Forward Turn Right Turn Left
Forward Forward Forward Forward Turn Right Turn Left
Forward Forward Forward Forward Turn Right Turn Left
Standards Index 
Illinois Early Learning and Development Standards 
Language Arts 
IELDS 1.A: Demonstrate understanding through age-appropriate responses 
 Remote Unit 4: Playing with Code—Making a Big Green Monster, Dissecting a Daily Routine, The Sound of Coding, 
Symbols…Order…Action!, What’s De-Bugging You?, Which Way Do I Go?, We’re Coding Out a Bear Hunt
IELDS 1.B: Communicate effectively using language appropriate to the situation and audience 
 Remote Unit 4: Playing with Code—Dissecting a Daily Routine, Which Way Do I Go?
IELDS 1.C: Use language to convey information and ideas 
 Remote Unit 4: Playing with Code—Dissecting a Daily Routine
IELDS 1.D: Speak using conventions of Standard English 
IELDS 1.E: Use increasingly complex phrases, sentences, and vocabulary 
 Remote Unit 4: Playing with Code—Dissecting a Daily Routine, What’s De-Bugging You?
IELDS 2.A: Demonstrate interest in stories and books 
 Remote Unit 4: Playing with Code— Making a Big Green Monster, Dissecting a Daily Routine, We’re Coding Out a Bear Hunt
IELDS 2.B: Recognize key ideas and details in stories 
 Remote Unit 4: Playing with Code— Making a Big Green Monster, We’re Coding Out a Bear Hunt 
IELDS 2.C: Recognize concepts of books 
IELDS 2.D: Establish personal connections with books 
 Remote Unit 4: Playing with Code— Making a Big Green Monster
IELDS 3.A: Recognize key ideas and details in nonfiction text 
IELDS 3.B: Recognize features of nonfiction books 
IELDS 4.A: Demonstrate increasing awareness of and competence in emergent reading skills and abilities 
IELDS 4.B: Demonstrate an emerging knowledge and understanding of the alphabet 
IELDS 4.C: Demonstrate an emerging understanding of spoken words, syllables, and sounds (phonemes). 
IELDS 4.D: Demonstrate emergent phonics and word-analysis skills 
IELDS 5.A: Demonstrate growing interest and abilities in writing 
 Remote Unit 4: Playing with Code—Dissecting a Daily Routine
IELDS 5.B: Use writing to represent ideas and information 
 Remote Unit 4: Playing with Code— Making a Big Green Monster, Dissecting a Daily Routine
IELDS 5.C: Use writing to research and share knowledge 
 Remote Unit 4: Playing with Code—Symbols…Order…Action!, What’s De-Bugging You?, Which Way Do I Go?, We’re Coding Out a Bear
Hunt
Mathematics 
IELDS 6.A: Demonstrate and apply a knowledge and sense of numbers, including numeration and operations 
 Remote Unit 4: Playing with Code—Dissecting a Daily Routine, Which Way Do I Go?, We’re Coding Out a Bear Hunt
IELDS 6.B: Add and subtract to create new numbers and begin to construct sets 
 Remote Unit 4: Playing with Code—Making a Big Green Monster, What’s De-Bugging You?, Which Way Do I Go?, We’re Coding Out a Bear
Hunt
IELDS 6.C: Begin to make reasonable estimates of numbers 
 Remote Unit 4: Playing with Code—The Sound of Coding
IELDS 6.D: Compare quantities using appropriate vocabulary terms 
 Remote Unit 4: Playing with Code—Making a Big Green Monster 
IELDS 7.A: Measure objects and quantities using direct comparison methods and nonstandard units 
 Remote Unit 4: Playing with Code—What’s De-Bugging You?
IELDS 7.B: Practice estimating in everyday play and everyday measurement problems 
IELDS 7.C: Explore tools used for measurement 
IELDS 8.A: Explore objects and patterns 
 Remote Unit 4: Playing with Code—Making a Big Green Monster, Dissecting a Daily Routine, The Sound of Coding, What’s De-Bugging
You?
IELDS 8.B: Describe and document patterns using symbols 
 Remote Unit 4: Playing with Code—The Sound of Coding, What’s De-Bugging You?
IELDS 9.A: Recognize, name, and match common shapes 
 Remote Unit 4: Playing with Code—The Sound of Coding
IELDS 9.B: Demonstrate an understanding of location and ordinal position, using appropriate vocabulary 
 Remote Unit 4: Playing with Code— Making a Big Green Monster, Dissecting a Daily Routine, The Sound of Coding, Which Way Do I Go?, 
We’re Coding Out a Bear Hunt
IELDS 10.A: Generate questions and processes for answering them 
 Remote Unit 4: Playing with Code— Dissecting a Daily Routine, The Sound of Coding
IELDS 10.B: Organize and describe data and information 
IELDS 10.C: Determine, describe, and apply the probabilities of events 
 Remote Unit 4: Playing with Code— Making a Big Green Monster, Dissecting a Daily Routine
Science 
IELDS 11.A: Develop beginning skills in the use of science and engineering practices, such as observing, asking questions, solving problems, and 
drawing conclusions 
 Remote Unit 4: Playing with Code— Making a Big Green Monster, Dissecting a Daily Routine, The Sound of Coding, 
Symbols…Order…Action!, What’s De-Bugging You?, Which Way Do I Go?, We’re Coding Out a Bear Hunt
IELDS 12.A: Understand that living things grow and change 
IELDS 12.B: Understand that living things rely on the environment and/or others to live and grow 
IELDS 12.C: Explore the physical properties of objects 
 Remote Unit 4: Playing with Code— Making a Big Green Monster, The Sound of Coding
IELDS 12.D: Explore concepts of force and motion 
IELDS 12.E: Explore concepts and information related to the Earth, including ways to take care of our planet 
IELDS 12.F: Explore changes related to weather and seasons 
IELDS 13.A: Understand rules to follow when investigating and exploring 
 Remote Unit 4: Playing with Code—The Sound of Coding
IELDS 13.B: Use tools and technology to assist with science and engineering investigations 
 Remote Unit 4: Playing with Code— The Sound of Coding
Social Studies 
IELDS 14.A: Understand what it means to be a member of a group and community 
 Remote Unit 4: Playing with Code—Dissecting a Daily Routine
IELDS 14.B: Understand the structures and functions of the political systems of Illinois, the United States, and other nations 
IELDS 14.C: Understand ways groups make choices and decisions 
IELDS 14.D: Understand the role that individuals can play in a group or community 
 Remote Unit 4: Playing with Code—Dissecting a Daily Routine
IELDS 14.E: Understand United States foreign policy as it relates to other nations and international issues 
IELDS 14.F: Understand the development of United States' political ideas and traditions 
IELDS 15.A: Explore roles in the economic systems and human interdependence 
IELDS 15.B: Explore issues of limited resources in the early childhood environment and world 
IELDS 15.C: Understand that scarcity necessitates choices by producers 
IELDS 15.D: Explore concepts about trade as an exchange of goods or services 
IELDS 15.E: Understand the impact of government policies and decisions on production and consumption in the economy 
IELDS 16.A: Develop an awareness of the self and his or her uniqueness and individuality 
 Remote Unit 4: Playing with Code—Dissecting a Daily Routine
IELDS 16.B: Understand the development of significant political events 
IELDS 16.C: Understand the development of economic systems 
IELDS 16.D: Understand Illinois, United States, and world social history 
IELDS 16.E: Understand Illinois, United States, and world environmental theory 
IELDS 17.A: Explore environments and where people live 
IELDS 17.B: Analyze and explain characteristics and interactions of the Earth's physical systems 
IELDS 17.C: Understand relationships between geographic factors and society 
IELDS 17.D: Understand the historical significance of geography 
IELDS 18.A: Explore people, their similarities, and their differences 
IELDS 18.B: Develop an awareness of self within the context of family 
IELDS 18.C: Understand how social systems form and develop over time 
Physical Development and Health 
IELDS 19.A: Demonstrate physical competency and control of large and small muscles 
 Remote Unit 4: Playing with Code— Making a Big Green Monster, The Sound of Coding, Symbols…Order…Action!, Which Way Do I Go?
IELDS 19.B: Demonstrate awareness and coordination of body movements 
 Remote Unit 4: Playing with Code—The Sound of Coding, Symbols…Order…Action!, Which Way Do I Go?
IELDS 19.C: Demonstrate knowledge of rules and safety during activity 
IELDS 20.A: Achieve and maintain a health-enhancing level of physical fitness 
IELDS 20.B: Assess individual fitness levels 
IELDS 20.C: Set goals based on fitness data and develop, implement, and monitor an individual fitness improvement plan 
IELDS 21.A: Demonstrate individual responsibility during group physical activities 
IELDS 21.B: Demonstrate cooperative skills during structured group physical activity 
IELDS 22.A: Explain the basic principles of health promotion, illness prevention, treatment, and safety 
 Remote Unit 4: Playing with Code—Dissecting a Daily Routine
IELDS 22.B: Describe and explain the factors that influence health among individuals, groups, and communities 
IELDS 22.C: Explain how the environment can affect health 
IELDS 23.A: Describe and explain the structure and functions of the human body systems and how they interrelate 
IELDS 23.B: Identify ways to keeps the body healthy 
 Remote Unit 4: Playing with Code—Dissecting a Daily Routine
IELDS 23.C: Describe factors that affect growth and development 
IELDS 24.A: Demonstrate procedures for communicating in positive ways, resolving differences, and preventing conflict 
IELDS 24.B: Apply decision-making skills related to the protection and promotion of individual health 
IELDS 24.C: Demonstrate skills essential to enhancing health and avoiding dangerous situations 
The Arts 
IELDS 25.A: Investigate, begin to appreciate, and participate in the arts 
 Remote Unit 4: Playing with Code—Making a Big Green Monster, Dissecting a Daily Routine, The Sound of Coding, 
Symbols…Order…Action!
IELDS 25.B: Display an awareness of some distinct characteristics of the arts 
IELDS 26.A: Understand processes, traditional tools, and modern technologies used in the arts 
IELDS 26.B: Understand ways to express meaning through the arts 
IELDS 27.A: Analyze how the arts function in history, society, and everyday life 
IELDS 27.B: Understand how the arts shape and reflect history, society, and everyday life 
English Language Learner Home Language Development 
IELDS 28.A: Use the home language at age-appropriate levels for a variety of social and academic purposes 
IELDS 29.A: Use the home language to attain benchmarks across all the learning areas and to build upon and develop transferable language and 
literacy skills 
Social/Emotional Development 
IELDS 30.A: Identify and manage one's emotions and behavior 
 Remote Unit 4: Playing with Code—Making a Big Green Monster, The Sound of Coding
IELDS 30.B: Recognize own uniqueness and personal qualities 
IELDS 30.C: Demonstrate skills related to successful personal and school outcomes 
 Remote Unit 4: Playing with Code— Making a Big Green Monster, Symbols…Order…Action!, What’s De-Bugging You?, Which Way Do I
Go?, We’re Coding Out a Bear Hunt
IELDS 31.A: Develop positive relationships with peers and adults 
IELDS 31.B: Use communication and social skills to interact effectively with others 
IELDS 31.C: Demonstrate an ability to prevent, manage, and resolve interpersonal conflicts in constructive ways 
IELDS 32.A: Begin to consider ethical, safety, and societal factors in making decisions 
 Remote Unit 4: Playing with Code—Dissecting a Daily Routine
IELDS 32.B: Apply decision-making skills to deal responsible with daily academic and social situations 
 Remote Unit 4: Playing with Code—Making a Big Green Monster 
IELDS 32.C: Contribute to the well-being of one's school and community 
Approaches to Learning 
MO ELG.I.1: Shows curiosity 
 Remote Unit 4: Playing with Code— Making a Big Green Monster, Dissecting a Daily Routine, The Sound of Coding, 
Symbols…Order…Action!, What’s De-Bugging You?, Which Way Do I Go?, We’re Coding Out a Bear Hunt
MO ELG.I.2: Takes Initiative 
 Remote Unit 4: Playing with Code—Dissecting a Daily Routine, The Sound of Coding, Which Way Do I Go?
Missouri Early Learning Goals 
MO ELG.I.3: Exhibits creativity and inventiveness 
 Remote Unit 4: Playing with Code—Making a Big Green Monster, The Sound of Coding, Which Way Do I Go?, We’re Coding Out a Bear
Hunt
MO ELG.I.4: Shows confidence 
 Remote Unit 4: Playing with Code—Dissecting a Daily Routine, Which Way Do I Go?, We’re Coding Out a Bear Hunt
MO ELG.I.5: Displays persistence 
 Remote Unit 4: Playing with Code—Symbols…Order…Action!, What’s De-Bugging You?, Which Way Do I Go?, We’re Coding Out a Bear
Hunt
MO ELG.I.6: Uses problem-solving skills 
 Remote Unit 4: Playing with Code—Making a Big Green Monster, What’s De-Bugging You?, Which Way Do I Go?, We’re Coding Out a Bear
Hunt
Social and Emotional Development 
MO ELG.II.A.1: Exhibits self-awareness and self-confidence 
 Remote Unit 4: Playing with Code—Dissecting a Daily Routine
MO ELG.II.A.2: Manages feelings and behavior 
MO ELG.II.B.1: Builds relationships 
Physical Development, Health and Safety 
MO ELG.III.A.1: Uses gross motor skills with purpose and collaboration 
 Remote Unit 4: Playing with Code—The Sound of Coding, Symbols…Order…Action!, Which Way Do I Go?
MO ELG.III.A.2: Uses fine motor skills with purpose and control 
 Remote Unit 4: Playing with Code—Making a Big Green Monster, Dissecting a Daily Routine, The Sound of Coding
MO ELG.III.A.3: Responds to sensory input to function in the environment 
 Remote Unit 4: Playing with Code—The Sound of Coding, Symbols…Order...Action!, Which Way Do I Go?
MO ELG.III.B.1: Practices healthy behaviors 
 Remote Unit 4: Playing with Code—Dissecting a Daily Routine
MO ELG.III.C.1: Practices safe behaviors 
 Remote Unit 4: Playing with Code—Dissecting a Daily Routine
Language and Literacy 
MO ELG.IV.A.1: Represents feelings and ideas in a variety of ways 
 Remote Unit 4: Playing with Code—Dissecting a Daily Routine
MO ELG.IV.B.1: Listens for different purposes 
 Remote Unit 4: Playing with Code—Making a Big Green Monster, The Sound of Coding, Symbols…Order…Action!, What’s De-Bugging
You?, Which Way Do I Go?, We’re Coding Out a Bear Hunt
MO ELG.IV.C.1: Uses language to communicate 
 Remote Unit 4: Playing with Code—Dissecting a Daily Routine
MO ELG.IV.C.2: Develops and expands vocabulary 
 Remote Unit 4: Playing with Code—What’s De-Bugging You?, Which Way Do I Go?, We’re Coding Out a Bear Hunt
MO ELG.IV.D.1: Applies early reading skills 
 Remote Unit 4: Playing with Code— Making a Big Green Monster, We’re Coding Out a Bear Hunt 
MO ELG.IV.D.2: Uses concepts of print 
 Remote Unit 4: Playing with Code—Symbols…Order…Action!
MO ELG.IV.D.3: Attends to sounds in language (phonological awareness) 
 Remote Unit 4: Playing with Code—The Sound of Coding
MO ELG.IV.E.1: Uses writing as a means of expression/communication 
 Remote Unit 4: Playing with Code— Making a Big Green Monster, Dissecting a Daily Routine, Symbols…Order…Action!
Mathematics 
MO ELG.V.A.1: Uses number to show quantity 
 Remote Unit 4: Playing with Code—Dissecting a Daily Routine, Which Way Do I Go?, We’re Coding Out a Bear Hunt
MO ELG.V.A.2: Uses language to represent number of objects 
MO ELG.V.A.3: Solves problems using number 
MO ELG.V.A.4: Uses numerical representation 
MO ELG.V.B.1: Uses language to represent number of objects 
MO ELG.V.B.2: Uses numerical representations 
MO ELG.V.C.1: Uses language to represent number of objects 
MO ELG.V.D.1: Makes comparisons 
 Remote Unit 4: Playing with Code— Making a Big Green Monster
MO ELG.V.D.2: Uses measurement 
MO ELG.V.D.3: Collects, organizes, and displays information (charting and graphing) 
MO ELG.V.E.1: Investigates positions and locations 
 Remote Unit 4: Playing with Code— Making a Big Green Monster, The Sound of Coding, Which Way Do I Go?, We’re Coding Out a Bear
Hunt
MO ELG.V.E.2: Explores shapes in the environment 
Science 
MO ELG.VI.A.1: Explores physical properties of objects and materials 
 Remote Unit 4: Playing with Code—The Sound of Coding
MO ELG.VI.A.2: Investigates properties of objects and materials 
 Remote Unit 4: Playing with Code— Making a Big Green Monster, The Sound of Coding
MO ELG.VI.A.3: Solves problems involving physical properties of objects and materials 
 Remote Unit 4: Playing with Code— Making a Big Green Monster
MO ELG.VI.A.4: Represents observations of the physical world in a variety of ways 
 Remote Unit 4: Playing with Code—The Sound of Coding
MO ELG.VI.B.1: Explores characteristics of living things 
 Remote Unit 4: Playing with Code—Dissecting a Daily Routine
MO ELG.VI.B.2: Investigates characteristics of living things 
MO ELG.VI.B.3: Solves problems related to living things 
MO ELG.VI.B.4: Represents observations about living things in a variety of ways 
MO ELG.VI.C.1: Explores properties of earth and sky 
MO ELG.VI.C.2: Investigates properties of earth and sky 
MO ELG.VI.C.3: Solves problems involving earth and sky 
MO ELG.VI.C.4: Represents observations about earth and sky in a variety of ways 
Understanding the World 
MO ELG.VII.A.1: Explores family 
 Remote Unit 4: Playing with Code—Dissecting a Daily Routine
MO ELG.VII.B.1: Shows interest in people and the community 
MO ELG.VII.B.2: Explores people and the community 
 Remote Unit 4: Playing with Code—Dissecting a Daily Routine
MO ELG.VII.C.1: Investigates mechanical devices 
 Remote Unit 4: Playing with Code—The Sound of Coding
MO ELG.VII.C.3: Investigates electronic devices 
Expressive Arts 
MO ELG.VIII.A.1: Shows interest in music and movement 
 Remote Unit 4: Playing with Code—The Sound of Coding
MO ELG.VIII.A.2: Explores music and movement 
 Remote Unit 4: Playing with Code—The Sound of Coding, Symbols…Order…Action!
MO ELG.VIII.B.1: Shows interest in visual arts 
 Remote Unit 4: Playing with Code—Making a Big Green Monster 
MO ELG.VIII.B.2: Explores visual arts 
 Remote Unit 4: Playing with Code—Dissecting a Daily Routine
MO ELG.VIII.C.1: Shows interest in dramatic arts 
MO ELG.VIII.C.2: Explores dramatic arts 
